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 Digital games are gaining attention not only in entertainment industry, but also in some disciplines such as brain science and psychology. In this article, research on the following topics is reviewed with respect to the effects of digital games: (a) the cognitive enhancement, (b) sociality and personality, (c) skill learning and education. Related issues with respect to the effects of playing digital games are also reviewed. The future of digital game study is discussed.                
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される前頭正中線θリズム（Frontal midline theta rythym，Fmθ）のパワーが増加することを示している。このFm
θは課題に対する注意や集中を反映していると考えら
れており、Fmθの変化と課題成績や認知機能テストに
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